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‘The Phyrexian invasion is over, and a 
devastated Dominaria picks up the 
pieces. For those on the remote 
continent of Otaria, every day is a 
struggle for survival. A sinister 
organization known as the Cabal 
exploits the weak and controls 
most of the land’s wealth. The 
Order, a loose alliance between 
the desert nomads and a race of 
bird warriors called the aven, 
tries to break the Cabal’s hold 
on the populace. In the oceans 
around Otaria, the octopus-like 
cephalids prepare their own 
plans for conquest. The deadly 
and tenacious Krosan Forest 
survived the Phyrexian plagues 
only to grow ever more hostile to 
meddling outsiders. ‘The dwarves 
and barbarians of the Pardic 
Mountains continue their age-old 
territorial battles, but with fewer 
resources than ever before. 













Desperate for relief from the difficulty 
of everyday life, Otarians turn to the 
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His age is unknown and his true name has been lost to time. The Patr 

rules the Cabal with equal parts guile and force. A wizard of tremendous 
ability, he has held the title of Cabal First for as long as anyone can remem- 
ber. Though he appears to be fifty or sixty years old, long-time members of 
the Cabal know that the Patriarch must be much, much older. Perhaps the _ 
Cabalists’ claims are true: Those who learn the Patriarch’s secrets can suck 
the souls from the living for nourishment. Some claim that a larger, more sin- _ 
ister power sustains the Patriarch—claims to which he responds only with a 
grim smile. 


Braids 

Some of the Cabal’s own pit fighters have developed a new kind of dark 
magic: by reaching into the depths of their minds, dementia summoners can 
bring their deepest terrors to life. Braids is one of the art’s best practitioners. 
Dementia summoners are driven mad by their own techniques, and Braids is 
no exception. Most become so deluded that they can no longer fight, but 
Braids is cunning and ambitious despite her complete insanity. Beneath her 
giggling psychosis lurks a keen, devious mind. 


Seton 

Seton, the Krosan centaurs’ emissary to the outside world, is a study of con- 
trasts. He is both warrior and priest, trained intensely in combat and medita- 
tion. He loves and respects the forest and is a master healer, yet he fights 
brutally and without mercy. No centaur has ever become as well known in 
the Cabal’s pit fights as Seton has. He doesn’t fight for prizes or glory, 
though—he sees the pits as a training ground. There he can fight the 
strongest and most unprincipled fighters in Otaria and use what he learns 
from them to defend the Krosan Forest from outsiders. 


Pianna 


Leader of the northern branch of the Order, Pianna is respected by her 
nomad people and the aven. She is a wise, veteran soldier who follows the 
Order’s tenets with zeal. Despite her dedication, Pianna has led a sheltered 
life. As the only daughter of a powerful nomad chieftain, she was shielded 
from many of the hardships her people faced in the early years after the 
invasion. She is perhaps too trusting, too willing to blindly follow orders, and 
she places too much faith in her fellow officers. 


Kartar 

Although Lieutenant Kirtar is capable and honorable, his fellow aven and 
other soldiers in the Order doubt his abilities. Kirtar’s enthusiastic participa- 
tion in the pit fights often draws him away from his duties. His comrades 
question the wisdom of helping to fill the Cabal’s coffers, but Kirtar will hear 
none of it. In his mind, he proves the superiority of the Order’s moral system 
every time he wins a pit fight, no matter who reaps the rewards. Arguments 
about his methods have led to at least one fatal duel between aven soldiers. 


Aboshan 
In the waters off Otaria, Emperor Aboshan reigns. The reach of the 
cephalids, octopus-like creatures with great magical ability, has extended to 
all the Otarian seas. Now the arog Aboshan sets his sights on dry land. 
Tired of the “inferior air-breathers,” he plots to flood the continent, turning 
it into part, of his watery kingdom. Doing his bidding on the surface is 
na distant place who has his own schemes in mind 








that the Odyssey™ set is all about the graveyard? Flashback cards can be played again after they go to 
the graveyard. Threshold cards get bigger and better when at least seven cards are in your graveyard. 
Add the new Lhurgoyfs, Shrines, Bursts, and the Gravedigger cycle .... The graveyard isn’t just a 
place for used-up cards anymore. 


Each color has a distinct flavor at threshold. Many Odyssey white creatures start out small, but 
white’s defense can slow down the game long enough for you to fill up your graveyard. Its creatures 
get bigger and take to the air once you get to threshold. 


Red threshold cards are mostly instants and sorceries. Demoralize is one of the best breakthrough 
cards in the set at threshold, and many of red’s burn spells hit a little harder when you have a full 
graveyard. 


Black has some nice threshold bonuses, but they have drawbacks attached. In the end, threshold is 
still a good thing in black, but there’s always a catch when you make deals with the dark side. 


In green, threshold is all about muscle. Green’s creatures are already pretty beefy, but at threshold 
they get even tougher for your opponent to deal with. Out of all the nongreen creatures in the set, 
there’s only one that gets as much as +3/+3 at threshold (Wayward Angel), but green has two cards 
that do better: Metamorphic Wurm gets +4/+4 and Krosan Beast gets +7/+7. 

























Despite having only one threshold card—Aboshan’s Desire—blue is one of the 
most important colors for threshold decks because it’s chock full of ways 
to get cards into your graveyard. All blue’s cheap cantrips, card draw- 
ing, and library-filtering effects, such as Cephalid Looter and 
Careful Study, make blue the color that can get you to threshold 
the quickest. 


Flashback cards are also found in all five colors, but red and 
. green each have at least as many as the other three colors com- 
bined. Green gets several flashback spells that put creature 
tokens into play; two of them are instants, so they make great 
surprise blockers. Red gets a few great spells in the form of 
Firebolt, Seize the Day, and Reckless Charge. 





Blue’s flashback cards aren’t as impressive, but that’s because 
blue is so good at playing the slow control game already that it 
didn’t need any more weapons. Instead, blue got a heaping help- 
ing, of cool, wacky rares to make up for its lack of flashback 
cards. ITraumatize, Time Stretch, Shifty Doppelganger, Battle of 
Wits, and Cultural Exchange each scream out “build a deck 
around me,” while Persuasion adds raw power. 


Odyssey has something for all players who want to 
harness the power of their graveyards. 






Atogs are the cockroaches of Dominaria. Not 
only did the Atogs survive the apocalypse, 
they thrived and started crossbreeding. 
Odyssey has six new Atogs: one from 

each allied-color pair, plus the can- 
nibalistic Atogatog. 









and Centaurs. Fans ofthe old types will have to wait 


to see if their favorites return. 


Kamahl, Pit Fighter 422 
Creature — Barbarian Legend 6/1 
Haste 


&: Kamahl, Pit Fighter deals 3 
damage to target creature or player. 


tack. You may choose new targets 
or that copy. 


Remember Fork from the early years of Magic? Fork was 

so good that it was banned in Standard in 1995 and 
hasn’t been reprinted since. Mirari costs more but lets you 
‘fork” every instant and sorcery you play. Called the “Orb 
of Desires” during playtesting, much of the Odyssey story 
evolves around the Mirari. Check out the Desire cards to 
ee Its effect on different characters. 


Krosan Beast 
Creature — Squirrel Beast 


Threshold — Krosan Beast gets 
- +7/+7. (You have threshold as long as 
seven or more cards are in your grave- 
- yard.) 


% 


The biggest, baddest threshold creature on the block. An 
8/8 creature for four mana is a pretty good deal. 


Wayward Angel 4 
Creature — Angel horror 4/4 
Flying 

Attacking doesn’t cause Wayward 
Angel to tap. 


Threshold — Wayward Angel gets 

+3/+3, is black, has trample, and has’ 

“At the beginning of your upkeep, 

sacrifice a creature.” (You have 

threshold as long as seven or more cards ' 
' are in your graveyard. ) 


It’s two of the best Magic creatures rolled into one: it 
starts out as Serra Angel, but once you get to threshold, it 


Battle of Wits 3¢¢ 


@nchantment 


At the beginning of your upkeep, if 
you have 200 or more cards in your 
library, you win the game. 


2 


ir (including an Unglued™ card) say, “you win the 
Battle of Wits is one of them, and all you have to 


Shadowmage Infiltrator 16% 
Creature — Wizard 1/3 


hhadowmage Infiltrator can’t be 
blocked except by artifact creatures 
and/or black creatures. 


Whenever Shadowmage Infiltrator 
deals combat damage to a player, 
ou may draw a card. 


With over $240,000 in career prize money, Jon Finkel is 
the Tiger Woods of Magic. The 2000 World Champion 
also won the 2000 Magic Invitational in Sydney, Australia, 
and with it the right to design his own Magic card. The 
result is every bit as good as he is. 


‘Traumatize 366 
Sorcery 


‘Target player puts the top half of his 
or her library, rounded down, into 
is or her graveyard. 


R&D’s playtest name for this card was “Take It!” because 
that’s what they shouted at opponents while playing it. 


Ancestral Tribute 


Sorcery 


You gain 2 life for each card in your 
graveyard. 


_ Flashback 9 **#* (You may play 
this card from your graveyard for its 
flashback cost. Then remove it from the 


game.) 


What could be better than gaining 2 life for every card in 
your graveyard? Doing it twice with one card. 


_ haunting &choes 32f 


Sorcery 


Remove all cards in target player’s 

- graveyard other than basic land 
cards from the game. Search that 
player’s library for all cards with the 
same name as cards removed this 
way and remove them from the 
game. Then that player shuffles his 
or her library. 


Haunting Echoes can be spectacular halfway through a 
game after your opponent has played several key spells. 
For even more power, try combining it with Traumatize! 


Vampiric Dragon 6 oe 
Creature — Vampire Dragon 5/5 
Flying 


Whenever a creature dealt damage 
by Vampiric Dragon this turn is put 
into a graveyard, put a +1/+1 
counter on Vampiric Dragon. 


: Vampiric Dragon deals 1 
damage to target creature. 


It flies, it grows, it shoots things down and grows some 
more. It even slices and dices. This monster will show up a 
lot at a store near you. | 
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Nomads’ Fury 
CREATURES (23) 


4 Goblin Legionnaire 
4 Longbow Archer 

2 Mystic Crusader 

4 Mystic Penitent 

4 Patrol Hound 


1 Pianna, Nomad Captain ALTHOUGH MULTICOLORED Apocalypse™ 
4 Spectral Lynx cards made red-white a viable deck arche- 


e, the Odyssey set’s excellent small white 
P lyssey 


Vv 


soeeeee: 


llus. D. Alexander Gregor 


i 


SPETLS ¢€15) creatures transform this deck into a poten- 


oe 4 Divine Sacrament tial tournament winner. “Nomads’ Fury” is 


S 


4 Firebolt { — obviously an aggressive deck, so you’ve got 
4 Gablin frenchis _ to play it that way. Don’t hold back your 
2 Chala, _ creatures or spells. Your goal should be to 
reach threshold as soon as possible. 
: Suppose you and your opponent both have 
LANDS (22) 2/2 wreaniree in sa anid peagse holding 
4 Battlefield Forge - Firebolt. Play it and attack! You’ll put a 
4 City of Brass card in your graveyard and get rid of the 
4 Mountain enemy 2/2. Once you get to threshold, your 
10 Plains creatures become much harder to block, 
and your flying Mystics will soar to victory. 


_ACCORDING TO THE DICTIONARY, gallantry 
can mean exaggerated courtesy, spirited 
ravery, or a showy, stylish appearance. This 


card obviously aims for the bravery mean 
of the word, but the artist had the appear- 
ance meaning in mind. There wasn’t time to . 


art moved to Resilient Wanderer. Then 


Gallantry got half the art from Repentant 


BS 
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YOU’VE PROBABLY NOTICED that the five 
Odyssey Spheres are all painted by the same 
artist in the same style. But did you notice 
that the positions of the spheres in the art- 
work correspond to their relative positions 
on the back of every Magic card? 


“SYMBIOTES” ARE CREATURES with abilities 
you activate by discarding cards. They’re 
symbiotic because they work so well with 
threshold cards: you feed them cards, and 
they help you get to threshold fast. Actually, 
the Odyssey set started off with a group of 
creatures that helped you get to threshold a 
different way: by sacrificing lands. This 
mechanic was thought to resemble Prophecy™ 
cards too much, though, and eventually the 
“sacrifice a land” activated abilities were 
phased out in favor of the “discard a card” 
activated abilities. Patrol Hound was the first 
card that the development team settled on 
under this redesign, and many other ) 
symbiotes followed—more than twenty in all. 
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WHEN IT COMES TO Magic cards, a name 
means a lot. Not only do the members of | 
the card-naming team have to find inoffen- 
sive names that fit both art and card 
function, they also have to keep in mind a 
number of general guidelines: : 


* Players should be able to pronounce 
card names. 


Good cards should have names players 

won’t mind saying to each other. : i eae 8 OF | a Fe 
(“I Shock you.”) a : | : 4 ~  . 
Each Magic card should have a unique a 
name. (Dematerialize was named Forced 

Retreat for a few days before somebody 


noticed it was also the name of a Portal 
Three Kingdoms™ card.) 


Two cards in the same set shouldn’t 
have similar-sounding names. 


Great names should be saved for great : ; i 
cards. é | | GRACEFUL ANTELOPE IS only the third 


That last issue is tricky. For example, the | Magic gee ie Lara ai Can you ee 
card that wound up being called Ray of i _ fame the other two: 


Distortion was originally named Disarm { ~~» Originally this card was just a vanilla creature, © 


and then Distort—both good, catchy, sim- but R&D spiced it up a bit by giving it the 
ple names. Because this card has flash- ability to “i Ends ath ae : 


back, its reprint chances are pretty low, so 
it can have a weirder or longer name. 
Disarm and Distort will be saved for cards { 
more likely to be reprinted or played a lot. 





Wizard’s Guild 


CREATURES 


~fh Ab = A b& 


Hate Weaver 

Meddling Mage 
Nightscape Battlemage 
Patron Wizard 
Shadowmage Infiltrator 
Sky Weaver 
Stormscape Apprentice 
Stormscape Battlemage 


1 Temporal Adept 


1 


Urborg Emissary 


SPELLS (9) 


1 


Dromar’s Charm 
Duress 

Global Ruin 
Opposition 
Vindicate 


LANDS (23) 


4 
2 
1 
2 
4 
2 
1 
2 
4 


Adarkar Wastes 
City of Brass 
Coastal Tower 
Dromar’s Cavern 
Island 

Plains 

Salt Marsh 

Swamp 
Underground River 


(28) 


illus. Donato Giancola 


PATRON WIZARD, perhaps the coolest blue 
Odyssey creature, lets you tap a Wizard you 
control to counter a spell unless your opponent 
Pays one extra mana. This ability is surprisingly 
strong in a deck full of Wizards. Remember 
that Patron Wizard can also tap itself to pay its 
ability’s cost, even the turn it comes under your 
control. 


This deck’s plan is to play a few Wizards and 
then drop the Patron Wizard. If you can do 
this, you can prevent your opponent from play- 
ing all but the cheapest spells. Of course, you 
have to attack with your Wizards, too, so you’ll 
have to carefully judge how many Wizards to 
hold back for the Patron’s ability. Some guide- 
lines: Always attack with Shadowmage 
Infiltrator. If you control a Hate Weaver, attack 
with a Wizard the Hate Weaver can pump up 


nd hold the rest back. If you suspect your 


opponent is playing with Wrath of God, always 
keep enough Wizards untapped to counter it. 


To truly torture opponents, replace some non- 
Wizard spells with Disrupts and Force Spikes. 
Then when your opponent thinks he or she has 
enough mana to play a spell, you can change 
the math. 
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~R&D’s PLAYTEST CARDS all have placeholder 4 names 2 
durin development, such as Fat Elf or ReallyMad 
Goblin. A favorite this time around was Howling Mind, | 
an instant cantrip for @O that makes each player draw a 
_card. Eventually the card-naming team spoiled the fun— 
hr 2 _ and ended the confusion with Howling Mine—and © 
Der ATER ALIZE NG BORN as an instant Z Ce anged its name ee Words of Wisdom. | 
that returned a a creature to its” oe 


oes cae ae fen png 


eee tobe with flashback 0. Then | 


flas! Back 60, but the card could bounce - 
__ any permanent. Even then, Dematerialize 
really hurt green decks. Blue already had = 
so many efficient bounce spells that we 
idn’t want to print another strong one, so 
ts costs went up one last time. At the very 
last minute, we changed it to a sorcery, 
us to be safe. This card took a beating! 


illus. Jim Nelson 


‘THOUGHT Nee Thought Eater, and Thought — 
_ Devourer are pretty tasty creatures, but drawing too 
_ many early in the game can leave you with no hand at 
all. Spellbook to the rescue! This Seventh Edition™ 
artifact costs © and gives you a limitless hand. 


THE WINNER. OF THE ANNUAL. Magic Invitational designs a card for 
a future set and is even featured in the card’s art. Avalanche Ride oo 
vater Thief, and a Hone were all epeae = en 

Invita ional winners. _ 


sted the name E shadawcae of ilar oon fat 
and the flavor ‘text “Unlike most scholars, the order of lekniF learn 
| f night.” Due to tight space and card- “naming — 
s, neither suggestion made the cut. — oo 


oF Wits ae people gigsle the Girst time they 
Originally costed at @O, the cardinspired 
playte: ters to build decks around it. Have you ever watched. 
someone shuffle 240 cards? Something unexpected came _ 
from those decks though: Battle of Wits was pretty good! 
The environment at the time contained enough tu oe 
that you co Id ust ay draw and gel Bate of Wits. 


cost, boc yaar es ime will tell if does soak - k = Battle : 
: of Wits from invading high- -level tournament play. | 




























LET’Ss NOT MINCE WORDs: black was not favored in the Odyssey 
set. Black got a few good creature-kill spells for Limited play, such 
as Ghastly Demise and Patriarch’s Desire, but the common crea- _ 
tures aren’t in the same league as green’s or white’s. Red direct- 
damage and blue library-manipulation spells will also draw players 
away from black i in Limited. Most sets have a few good control cards 





less likely to happen with Odyssey. Don’t worry, though. Black will returr : ‘ 
vengeance in the not-so-distant future. au eg 


COMBO DECK 
Zombie Slice 


CREATURES (10) 
2 Braids, Cabal Minion 
4 Mindslicer 
4 Pyre Zombie 


SPELLS (24) 
3 Diabolic Intent 
Duress 
Firebolt | ay 
Skull Fracture | is to get 
Varninate ‘ control early and then slap down a Mindsilicer. If 
your opponent destroys it, both of you discard | 
your hands, but your deck has Pyre Zombies and 
flashback cards to counteract the loss. Plus, you 
can discard the rest of your hand to create a few 
cite ad ¢ gee Zombies with Zombie Infestation just before the 
Cabal un Mindslicer’s departure. If you really want to get 
Mountain rid of your Mindslicer, play Diabolic Intent and 
Swamp sacrifice it to fetch a card of your choice in the 
Shadowblood Ridge ; process. (You get to search for the card after 
Sulfurous Springs | you discard your hand.) Try getting Pyre Zombie 
Urborg Volcano or Braids, Cabal Minion this way. Your opponent, 
will have only a few turns to recover before the 
power of Braids or the Zombie wears out his o 
her few remaining resources. : 


Urza’s Rage 
Zombie Infestation 


ee er ee 





-MULTIPLAYER MADNESS 


Magic cards are intended for one-on-one tourna- 
ment play. Wizards understands that a lot of play . 
casual, multiplayer games. In the Odyssey set, multipl 
fans get new versions of a couple of quirky cards. Traveling 
Plague is a throwback to the Legends set’s Takklemaggo 
but since the enchanted creature gets a -1/-1 counter : 
‘ beginning of each player’s upkeep, this Plague can consume { 
creatures remarkably fast. The red card Steam Vines is a 
reworked version of Kudzu, the jumping land-destruction 
enchantment last printed seven years ago in the Revised — 
Edition™ set. Since multiplayer games tend to last a long 
time, these 1 two enchantments can do a lot of traveling. 





| 





10 Odyssey xc a 


_ HAS _- massive wealth from 
arranging—and rigging—the pit fights. Its dedicated 
gang of sorcerers study the dark arts night and day. 
The Cabal Patriarch is known as a harsh leader, but 
he’s always willing to elevate a promising mage or grant 
unimaginable power to the deserving. The Cabal’s grip — 
stretches across most of central Otaria. 


To a world begging for anything to break up the harsh- 
ness of their daily lives, the pit fights seem like a great 
gift. Thanks to the dementia summoners, the Cabal has 
no lack of hideous monsters willing to fight; indeed, the 
demand for ever more vicious and ugly creatures grows 
daily. Though some fear that the Cabal will soon grow - 
too powerful for anyone to match, the crowds at the pit 
fights keep growing, and so do the stakes. 


MIX AND MATCH 

that Dragons are cool. They’re 
big, they fly, and they stomp their enemies 
into the ground. Since the Mirage set, every 
large expansion has had at least one Dragon, 
and the original Shivan Dragon made a 
reappearance in Se ition. Dragons are 
the most popular race of tures, ahead of 
Angels, Vampires, and even Squirrels. But 
what would happen if you combined another 
popular creature type with a Dragon? The 
result is Vampiric Dragon. Who knows— - 
maybe someday we'll even see an Angelic 
Dragon or a Draconic Squirrel. 


INSIDE R&D: CAN ZOMBIES TALK? 


| “You know how when you’re eating brains, 
|! and you just can’t stop? I mean, you know 
you should, but you don’t? Kinda like 
peanuts, I guess.” 


a for Zombie 
‘Cannibal was so over the top that many | 
flavor-text team members wanted to accept | 
it. But they argued over whether zombies 
could speak, whether the piece fit the world 
in which the set was taking place, and 
whether the humor was . . . appropriate. 
Eventually, the team decided to nix the quip. 


INSIDE R&D: THERE CAN BE ONLY ONE 
of Tainted Pact didn’t remove 


the revealed cards from the game; they went to the 
graveyard instead. Tainted Pact was still too risky to 
play in a deck with many duplicated cards, but in a 
“highlander”-style deck with Pyre Zombie, flashback 
cards, and threshold cards, it was amazing. Another 
playtest deck used the original Tainted Pact to put 

a bunch of sorceries into the graveyard and then 
delivered the beats with Magnivore. In the end, it was 
clear that the Pact had to remove the revealed cards 
from the game. In the Odyssey set, being able to put 
big chunks of your library into your graveyard would 
just be too powerful an effect. 





the Odyssey set. First and foremost, it gets the awesome 


-Kamahl hits the table, your opponents will do everything in 


a staggering eleven instants and sorceries whose primary aut 
pose is to deal damage. The strongest of these is probably © 
Firebolt, the flashback Shock. Sure, it’s a sorcery instead of | an 
instant, but that’s a small price to pay for being able to play it~ 
twice. It can really hurt decks with lots of small creatures. For 
Limited-play fans, Shower of Coals emerges as an incredibly strong 
card. For @©6, it deals 2 damage to each of up to three targets, and 
at threshold the damage doubles to 4. Fatties, begone! 























Thinker’s Burn 


CREATURES (2) 
2 Kamahl, Pit Fighter 


SPELUS ¢€32) 
Earthquake 

Fact or Fiction 
Fire/Ice 

Firebolt 

Flame Burst 


illus. Dave Dorman 





By ADDING A LITTLE BLUE to an old-fashioned burn deck, 
| this “bolt-o-rama” gains all-important card advantage. 
Prophetic Bolt When playing this deck, you’ll have a decision to make 
Shock early in the game: Do you burn your opponent’s creatures 


hpHRRHR KRHA 


Urza’s Rage to stop them from attacking you and use the card advan- 
tage of Fact or Fiction and Prophetic Bolt to win? Or 
LANDS (26) | should you aim your spells directly at your opponent’s face 
Island in the hope that you’ll be the last one standing? Your 
14 Miduntain | choice will often depend on your opening draw. If you have 
A Sheva Reet a lot of Fact or Fictions and Prophetic Bolts, you should 


use your burn defensively. If you just have a lot of burn, 
forget the table and target your hapless opponent. 


Co 


co ae eR ee ee Ok eG 
PUNISHER’ CARDS 


Sage 


RED SPELLS ARE POWERFUL, but red doesn’t have as 
much variety as some of the other colors do. Direct- 
damage and land-destruction spells can get stale after a 
while. The Odyssey set contains three cards that serve as 
an experiment in broadening red’s scope: Blazing Salvo, 
Lava Blister, and Molten Influence. Each has a nasty 
effect, but allows the affected player to avoid the punish- 
ment by taking damage. Because players can escape the 
spell’s effect, these spells cost a good deal less than they 
would without that buyout clause. 


- RED’s S DIRECT-DAMAGE CAPABILITIES go into overdrive i in 


Kamahl, Pit Fighter, a 6/1 creature with haste for 066 Pare 
can bolt a creature or player with 3 damage every turn. When > ; 








their power to destroy it. Red’s burn doesn’t end there—it has — . _ 

















NOT EVEN MAGIC MAIN CHARACTERS 
are immune to a little tinkering now and 
then. Kamahl, the hero of our new story, 
is a prime example. Known merely as 
“Protagonist” or “Dr. Bomb” during 
playtesting, Kamahl’s first real name was 
Matoc. The card-naming team thought 
this name was fine but wasn’t thrilled 
with it, and eventually Kamahl was 
declared the winner. Names are tough to 
come by in the Magic game, though, so 
when they needed a lavamancer name to 
use in flavor text, Matoc fit quite nicely. 


Firebolt 
Sorcery 


Firebolt deals 2 damage to target 
creature or player. 


_ Flashback 4 '@ (You may play this 
s* card from your graveyard for its flash- 
back cost. Then remove it from the 

} game. 


WIZARDS R&D Is curious to see whether players 
prefer Firebolts or Shocks in their Constructed 
decks. Both spells initially deal 2 damage for ©. 
Shock, from the Seventh Edition set, is an instant, 
but Firebolt has flashback @©. Opinions about 
which to play in a Constructed deck are split 
among the R&D staff. Which is better overall? 
Does the choice depend on the deck? They’re 
eager to see what you think. 


Shock 

Instant 

Shock deals 2 damage to target 
creature or player. 


° 8. 





























THE SPLASH OF CHOICE 

RED SHOULD BE a favorite “splash” color—a 
third color with just a few spells—in Odyssey 
Limited decks due to the plain ol’ usefulness 
of its direct-damage spells. Once in a while, 
you'll open packs that will allow you to play 
more than eight strong red cards, but it’s 
pretty rare to see a mostly red Sealed Deck. 
The mana costs of red Odyssey spells help 
make it a good splash color, too, because 
very few of them have more than one red 
mana in their costs. That means you can run 
four or five mountains with three or four red 
spells. By the time you control enough lands 
to play a red spell, chances are good that 
you'll have drawn a mountain. 
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X NOT TO BURN 


A DEBATE RAGES WITHIN R&D about direct- 
damage spells. Some think burn spells shouldn’t 
be able to target players, because getting 
burned out of the game can be a real drag in 
Limited play. It’s much more gratifying when the 
game ends with combat. On the other side, 
some think the game shouldn’t be over just 
because one player has the other’s creatures 
under control. They think it’s perfectly reason- 
able for a player to get fried out of a game from 
a life total as high as 10. This side also thinks 
chump-blocking decisions are more interesting if 
a player with 5 or more life isn’t safe from burn 
spells. 








The final shape of the Odyssey set reflects a 
compromise between these two camps. Only a 
few of the direct-damage spells can deal damage 
to players, and some of those allow the affected 
player to make a choice between taking damage 
or having their permanents toasted. Thermal 
Blast could target players until very late in its 
development, but after Firebolt moved from 
uncommon to common, it was changed to limit 
the number of common direct-damage spells 
that could target players. The result is that a 
player can be burned out from a high life total 
in Odyssey Sealed Deck play, but only if the 
Opponent gets to ten mana (Scorching Missile’s 
flashback cost) or opened an unusually high 
number of burn spells. 











GREEN HAS NEVER BEEN Clearly the best color in a 
Magic set—until now. Whether you’re playing Limited 
or Constructed, Odyssey green cards have got the 
goods. Green has always had the best big creatures, but : > 
7. in Odyssey, flashback lets you play several of them twice. ; 
ae | Roar of the Wurm, a spell that makes a 6/6 creature 
2 ws | token, is even cheaper the second time around. It costs 
only ©¢.» to play once you get it into your graveyard. 








Laan? 7 Green also has some of the best threshold cards. How 
si does an 8/8 for four mana sound to you? Get your hands 
on Krosan Beast. Throw in Werebears to accelerate your 
mana supply, season to taste with Wild Mongrels to help get 
cards into your graveyard, and you’ve just cooked up a fine deck. 
_ Want a way to take advantage of the cards in your graveyard when 
you aren’t playing with threshold monsters? Bearscape is your answer. 


Limited play is all about quality common cards, and green has two spectacular two-drops in 
_ the form of Werebear and Wild Mongrel. Elephant Ambush is the superstar, though. It does 
everything! It’s an instant, so you can often surprise your opponent with it during the middle 
_of his or her combat phase. After that it’s a 3/3 that makes a fine attacker. And it has flash- 
back, so you can put your opponent through the same ringer all over again. 


: 


In Through the Out Door 


CREATURES (20) 
4 Birds of Paradise 
2 Cephalid Looter 
3 Krosan Beast 
4 Millikin 
3 Nimble Mongoose 
4 Werebear 


Oo 
ce 
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SPELLS (23) THIS DECK’S GOAL is to get cards into your 
2 Bearscape graveyard where they can help you. Millikin is great 
2 Beast Attack for this. It accelerates your mana supply and spills 
4 Call of the Herd random cards into your graveyard, so Millikin both 
4 Chromatic Sphere helps you to get to threshold and gives you quick 


4 Fact or Fiction access to flashback cards. Fact or Fiction is also a 
3 Firebolt 


2 Reckless Charge 
2 Sylvan Might 


great way to fill up your graveyard while filling your 
hand at the same time. Once you get cards into 
your graveyard, your threshold creatures alone 
might be enough to win you the game. If not, start 
using your flashback cards to try to bust through. If 
all else fails, Bearscape can generate more creatures 
than your opponent can ever hope to block. 


LANDS (17) 
4 City of Brass 
4 Forest 
1 Island 
4 Karplusan Forest 
4 Yavimaya Coast 





ROAR OF THE MONGREL 


SOMETIMES KILLER COMBOS aren’t all that 
killer because the cards involved aren’t good 
on their own, but here’s an exception: Play 
Wild Mongrel on your second turn and start 
attacking with it. A 2/2 creature for two 
mana is a solid play, but the Mongrel also 
has a built-in mini-Giant Growth ability that 
makes it one of the best Constructed cards in 
the Odyssey set. Once you get four lands in 
play, discard Roar of the Wurm to your 
Mongrel to hit your opponent a little harder. 
Then pay Roar of the Wurm’s ©¢) flashback 
cost to put a 6/6 Wurm token into play. Not 
bad for turn four! 


THE KROSAN FOREST has had enough of demonic 
invaders and manipulative wizards. Ever since the 
defeat of Phyrexia, farmers on the forest’s outskirts 
have noticed a significant increase in the forest’s size 
and density. Hunting has dropped off due to the 
suddenly increased ferocity of Krosan animals. The 
once-friendly druids who inhabit the forest are now 
somber and suspicious. Krosan centaurs, never very 
friendly to begin with, have become vigilant to the 
point of paranoia. Those travelers foolish enough to 
enter the Krosan Forest—and lucky enough to 
leave—tell tales of giant thorns springing up in the 
middle of paths, trees moving to block travel, and 
mysterious mantis-people lurking in the shadows. 
The locals have received the forest’s message loud | 
Valera (-F-lamilalugtle(-\a-M-la-W alelmayy(-\(oolai(-WarlaleMtugl-Wre)@:\{s 
will protect its own, no matter what the cost. 


INSIDE R&D: 
AN ODYSSEY PROBLEM CHILD 


EVERY SET HAS a card that seems to give 
everyone trouble. For the Odyssey set, that 
ergo MMU lure (ol¥] ofu-ve| aa si-t-lg-ve-l oll bueie-lga te 
its life as Bringing Out the Dead, a black 
enchantment that put Zombie tokens into 
play. After thinking about it, though, R&D 
decided that black already gets creature 
removal, discard spells, card drawing, flying 
creatures .... It just wasn’t fair that black 
gets all the cool graveyard cards, too. 
Bringing Out the Dead turned out to be a 
green card waiting to be set free. 


Coming up with a name for the newly green 
card was a weeks-long torment. | 
Suggestions ranged from serious names like 
Wildlife Refuge and Bear Den, to strange 
ones like Ursinity, to really silly ones like 
Bear Supply, Bear Necessities, and Grizzly 
Fate. Almost all of those names had sup- 
porters in Magic R&D, Continuity, and 
Editing. Not surprisingly, each name had its 
share of opponents as well. It took a lot of 
discussion before Bearscape was finally 
approved as a name everyone (well, almost 
everyone) could live with. 
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